design thinking basic rubric



design thinking skills



scoring: description
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empathy

Rich descriptions of user empathy, including a variety of
surprising insights and deep needs.

Human centeredness (user empathy) is expressed
through descriptions of human emotion, physical
necessities, surprising insights and/or needs on the part
of users.

Limited descriptions of user empathy with few
surprising insights or needs included.

INIRNE

Little to no description of user empathy.




define

In additionto ¢/ re-framing is compelling and
contains novel needs.

The original challenge is clearly re-framed around a user
where needs are stated as verbs to describe an activity
or desire for an area where that user needs help.

The original challenge is not clearly re-framed. Needs
are incorrectly stated as nouns.

INIRNE

The original challenge is not re-framed.




ideate

In addition to ¢ there is an overwhelming amount of

ideas ranging from very practical to very difficult (if not
impossible) to implement.

Divergent thinking results in a large, diverse range of
ideas and concepts. Selecting a few ideas and concepts
to move forward with that represent that diversity.

Convergent thinking results in limited range of ideas and

Few ideas generated.

Vv
A concepts.
O




prototype

—=

In additionto ¢ prototypes are tested in a thorough,
engaging manner.

Prototyping provides a solution for user needs including
a record of the iterations moving from low to high
resolution of the prototype describing what was learned
from each user test.

Prototyping provides partial solution for a user’s needs.
Little or no iteration.

Vv
A
O

Little or no prototyping accomplished.




team

In addition to ¢ members work to encourage and
teach one other.

Team functions as a whole with all members
contributing.

Team functions as a whole most of the time. Some
members are more engaged than others.

INIRNE

Teamwork non-existent.




storytelling

—=

Team tells a captivating/engaging story that ties
together the prototyping, P.O.V,, and empathy expressed
for a user.

Team can link prototyping, P.O.V,, and empathy
expressed for a user.

Team can describe their solution with some connection
to P.O.V. and/or empathy.

Vv
A
O

Team is unable to tell a story about their solution.




design thinking assessment points

When should assessment happen

 During the end of the project demonstration
* During the transitions between design phases

e After the project (i.e. reviewing log books)



design thinking evidence



Let’s look at sample ¢ work by students
working to solve the design challenge:

How might we improve the recruitment
experience for millennial workers?



empathy

Rich descriptions of user empathy, including a variety of
surprising insights and deep needs.

Human centeredness (user empathy) is expressed
through descriptions of human emotion, physical
necessities, surprising insights and/or needs on the part
of users.

Limited descriptions of user empathy with few
surprising insights or needs included.

INIRNE

Little to no description of user empathy.




empathy: empathy map
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empathy: composite character
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define

In additionto ¢/ re-framing is compelling and
contains novel needs.

The original challenge is clearly re-framed around a user
where needs are stated as verbs to describe an activity
or desire for an area where that user needs help.

The original challenge is not clearly re-framed. Needs
are incorrectly stated as nouns.

INIRNE

The original challenge is not re-framed.




define: madlib
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define: metaphor

Foll oceing a Career path 1S Che Same as finding a dade,
/Isten o your heart not your parents.

Job /74(/75//73 1S/ /,ée Se/ ecf/ng %=22a best Friend

(this one is actually a simile because it uses “like.” That's OK)



ideate

In addition to ¢ there is an overwhelming amount of

ideas ranging from very practical to very difficult (if not
impossible) to implement.

Divergent thinking results in a large, diverse range of
ideas and concepts. Selecting a few ideas and concepts
to move forward with that represent that diversity.

Convergent thinking results in limited range of ideas and

Few ideas generated.

Vv
A concepts.
O




ideate: brainstorm




ideate: brainstorm selection

The rational choice
The most likely to delight

The darling

The longshot

A game where she creates the ideal job

Computer program that sorts all existing jobs
based on her passions

A spa where different non-profits recruit her

She gets to sample a new job everyday for a year



ideate: rules of brainstorming

Go for Quantity
Headline

Wild Ideas

Defer Judgment
Build of the Ideas of Others

One Conversation at a Time
Stay on Topic

Be Visuadl



prototype

—=

In additionto ¢ prototypes are tested in a thorough,
engaging manner.

Prototyping provides a solution for a user’s needs (or
solves a user’s problem) including a record of the
incremental revisions of the prototype describing what
was learned from each user test.

Prototyping provides partial solution for a user’s needs.
Little or no iteration.

Vv
A
O

Little or no prototyping accomplished.




prototype: testing grid
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design thinking journal

Teams respond to prompts after each stage

Here are prompts around needs....




design thinking journal

Teams respond to prompts after each stage

Empathy ->
What needs have you uncovered?

Define ->
Which needs are you focusing on?




design thinking journal

Teams respond to prompts after each stage

|deate->

How might your ideas meet user needs?

Prototype->

How well does your prototype meet user needs?




design thinking journal

Teams respond to prompts after each stage

Test->

What new needs have you uncovered?

How well do they justify how their process deals

with human needs?




design thinking journal

Other prompts

How is your team holding up? What can we do
better? (radical collaboration)

What process phase should you go to next?
Why? (mindful of process)




design thinking journal

Other prompts

Sketch your teams progress/process.
(mindful of process & show don’t tell)

What did you learn from this phase of the
process?




design thinking journal

Other prompts

What worked and what didn’t work this phase?
(culture of prototyping)

What would you have done differently? Based
on this, how might your process change in
~ _the future?
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design thinking journal

—=

In addition to all elements in ¢ journal provides rich
data; pictures, sketches, photos, etc that tell a
compelling story of the design process.

Journal provides a comprehensible judgment of the
value or worth for how the design phase outcome
addresses user needs, using clearly described claims
supported by feedback data or peer review data.

The justification does not effectively use evidence to
support the claim for how the design phase outcome
addresses user needs or the evidence is unsubstantial.

Vv
A
O

No claim, no data, no justification of addressing user
needs.




Other ways to describe
design thinking skills?



Other ways to observe
design thinking evidence?



design thinking basic rubric



